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________________
The Rules
________________
Life


1. Life Cards: Both players start with 20 cards face down, called Life Cards, representing their Life total. Damage is dealt to these cards.
   1.a. Your Life total is separate from your Library.


2. Life Gain: Cards that increase Life are banned.
   2.a. Ante cards are also banned.
   2.b. Culturally Banned cards are allowed in casual play and some unsanctioned tournaments but not in sanctioned tournaments.


3. Life Loss: When a player loses Life, they draw that number of cards from their Life Cards and can play them.
   3.a. Your Library is not affected by Life loss.
   3.b. During the damage step, you can play Instant spells and cards with Flash drawn from Life Cards.
   3.c. You can play drawn Instant spells immediately to interrupt damage resolution.


________________


Library
4. Milling: Milling targets only the Library, not the Life Cards.
________________


Win/Loss
5. Win Condition: A player loses when they run out of Life Cards. Other win/lose conditions still apply.
   5.a. Examples: Reaching 10 poison counters, failing to draw from the Library, etc.


________________


Hand Size
6. Hand Size: Hand size is unlimited.
   6.a. Spells limiting hand size resolve normally.
   6.b. Discard spells affect the entire hand.


Note: All other Magic: The Gathering rules remain unchanged in Crankertrainer format.
________________
Enjoy


Enjoy a unique twist on traditional gameplay with Crankertrainer!